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(57) Abstract : 

PROBLEM TO BE SOLVED: To provide a 
; photographing game machine capable of 
^'really and spriously experiencing the 
^ photographing of presented contents 
and conditions and objectively 
evaluating the photographed result. 
SOLUTION: This game machine is 
provided with a projector 20 for 
displaying an object to be 
photographed, CPU (game control part) 
41 for proceeding a game while 
presenting the contents and conditions 
of photographing on the projector 20, 
camera controller 3 0 for photographing 
the object displayed on the projector 
20, CPU (photographing evaluating 
part) 41 for evaluating the result of 
photographing using the camera 
controller 30, and printer 48 for 
printing an image photographed by using the camera controller 
30. 
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CLAIMS 



[Claim(s) ] 

[Claim 1] The photography game machine containing the 
photographic subject display which displays the photographic 
subject which takes a photograph, the game control section which 
the content of photography and photography conditions are shown 
[ control section ] to the aforementioned photographic subject 
display, and advances the content of a game, the photography 
control unit which takes a photograph of the photographic 
subject displayed on the aforementioned photographic subject 
display, and the photography evaluation section which evaluates 
the result a photograph of was taken using the aforementioned 
photography control unit. 

[Claim 2] The photography game machine characterized by having 
the printing section which prints the picture image a photograph 



of was taken using the aforementioned photography control unit 
in a photography game machine according to claim 1. 
[Claim 3] It is the photography game machine characterized by 
the aforementioned photography control unit including shutter 
ability and a zoom function at least in a photography game 
machine according to claim 1. 

[Claim 4] It is the photography game machine characterized by 
attaching the aforementioned photography control unit in the 
mainframe of a game machine possible [ a move ] within the 
limits of predetermined in a photography game machine according 
to claim 1. 

[Claim 5] It is the photography game machine which the 
aforementioned photography control unit is equipped with the 
finder which observes a photography screen in the photography 
game machine according to claim 1, and is characterized by the 
aforementioned photographic subject display displaying the 
screen of the aforementioned finder on the part. 
[Claim 6] It is the photography game machine characterized by 
evaluating whether photography which fulfilled the conditions 
which the aforementioned game control section showed the 
aforementioned photography evaluation section in the photography 
game machine according to claim 1 was performed. 
[Claim 7] It is the photography game machine characterized by 
showing the content of photography and photography conditions of 
another stage when, as for the aforementioned game control 
section, the aforementioned photography evaluation section 
evaluates more than predetermined in a photography game machine 
according to claim 1. 

[Claim 8] It is the photography game machine characterized by 
the aforementioned game control section presenting photography 
time in a photography game machine according to claim 1. 
[Claim 9] It is the photography game machine characterized by 
the aforementioned game control section telling a shutter chance 
in a photography game machine according to claim 1. 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention 
relates a photographic subject's picture especially projected on 
a monitor about the photography game machine which performs a 
game using a camera to the photography game machine with which a 
player performs photography operation using a camera. 

[0002] 

[Problem (s) to be Solved by the Invention] The technical probrem 
of this invention is offering the photography game machine by 
which false experience of the photography of the content and 
conditions which were shown can be carried out with reality, and 
the photography result's can be evaluated objective. 
[0003] 

[Means for Solving the Problem] In order to solve the 
aforementioned technical probrem, invention of a claim 1 The 
content of photography and photography conditions are shown to 
the photographic subject display (20) which displays the 
photographic subject which takes a photograph, and the 
aforementioned photographic subject display. It is a photography 
game machine containing the game control section (41) which 
advances the content of a game, the photography control unit 
(30) which takes a photograph of the photographic subject 
displayed on the aforementioned photographic subject display, 
and the photography evaluation section (41) which evaluates the 
result a photograph of was taken using the aforementioned 
photography control unit. 

[0004] Invention of a claim 2 is a photography game machine 
characterized by having the printing section (48) which prints 
the picture image a photograph of was taken using the 
aforementioned photography control unit in a photography game 
machine according to claim 1 . 

[0005] Invention of a claim 3 is a photography game machine 
characterized by the aforementioned photography control unit 
including shutter ability and a zoom function at least in a 
photography game machine according to claim 1. 
[0006] Invention of a claim 4 is a photography game machine 
characterized by being attached by the aforementioned 
photography control unit possible [ the move by predetermined 
within the limits ] on the mainframe of a game machine in a 
photography game machine according to claim 1. 

[0007] The aforementioned photography control unit is equipped 
with the finder to which invention of a claim 5 observes a 
photography screen in a photography game machine according to 
claim 1, and the aforementioned photographic subject display is 
a photography game machine characterized by displaying the 
screen of the aforementioned finder on the part. 




[0008] Invention of a claim 6 is a photography game machine 
characterized by the aforementioned photography evaluation 
section evaluating whether photography which fulfilled the 
conditions which the aforementioned game control section 
presented was performed in a photography game machine according 
to claim 1. 

[0009] Invention of a claim 7 is a photography game machine 
characterized by the aforementioned game control section 
presenting the content of photography and photography conditions 
of another stage when the aforementioned photography evaluation 
section evaluates more than predetermined in a photography game 
machine according to claim 1. 

[0010] Invention of a claim 8 is a photography game machine 
characterized by the aforementioned game control section 
presenting photography time in a photography game machine 
according to claim 1. 

[0011] Invention of a claim 9 is a photography game machine 
characterized by the aforementioned game control section telling 
a shutter chance in a photography game machine according to 
claim 1. 
[0012] 

[Embodiments of the Invention] Hereafter, referring to a drawing 
etc., the gestalt of operation is raised and this invention is 
explained still in detail. Drawing 1 and the drawing 2 are 
external views showing the operation gestalt of the photography 
game machine by this invention. This photography game machine is 
formed in the front face of the cabinet 10 used as the mainframe 
of a game machine, and the cabinet 10. The about 50 inches 
projector 2 0 which displays the game screen (screen of 1 
grammatical -person view seen from the view of a player) 
including the photographic subject which takes a photograph 
(photographic subject display) , In order that it may be prepared 
in the two cameras controller (photography operation control 
unit) 3 0 which takes a photograph of the photographic subject 
displayed on the projector 20, and the upper part of a cabinet 
10 and a gallery may appreciate The frame monitor 11 which 
displays the picture image reflected in the frame (finder screen 
32-1 of drawing 4 ) , It has the installation base 14 in which 
the print exhaust port 12 which takes out the print (photograph) 
printed by the printer 48 mentioned later, the coin input port 
13 of the coin management equipment 47 mentioned later, and the 
two cameras controller 30 are laid. 

[0013] Drawing 3 is drawing showing the camera controller used 
for the photography game machine by this operation gestalt. The 
finder 32 which the camera controller 3 0 is formed in the camera 
body 31 and the camera body 31 of lens one apparatus, and gazes 
at a photographic subject, and by rotating The zoom change 



handle 33 which adjusts an expansion of the screen displayed in 
a finder 32, and reduction, and by pushing The shutter button 34 
which performs screen decision at the time of photography, and 
the camera body 31 and the cabinet 10 are connected, and it has 
the code 3 5 (refer to the drawing 1 ) which enables it to 
operate it in the predetermined domain in the favorite position 
of a player. 

[0014] In this photography game machine, operation of the camera 
controller 30 is made only into two kinds, power zoom lens 
operation and shutter operation, so that it can play easily. It 
is easy to have the design of the camera body 31, and even if it 
drops, it is using the OK plastics material, the interior of the 
camera body 31 -- a digital camera and abbreviation -- the same 
thing can be used 

[0015] The zoom change handle 33 is used at the time of a 
photographic subject's zoom rise and zoom down photography, and 
the power zoom lens to which a zoom change is performed more 
electric is used for it by rotating right and left. Moreover, 
this zoom change handle 33 can choose a character by expanding 
and contracting composition by rotating the handle section right 
and left, and also rotating the handle section at the time of 
name entry selection. 

[0016] The shutter button 34 is used as the button (photography 
decision button of a camera) for which photography is possible 
by one stroke (all push operations) , and in order to simplify 
operation, the implications of half -push operation are lost. 
Moreover, this shutter button 34 is used also for decision 
buttons, such as game mode selection and name entry selection. 
[0017] Drawing 4 is drawing showing the relation between the 
game screen of a photography game machine, and a finder screen 
by this operation gestalt. Drawing 4 (a) shows the game screen 
21, drawing 4 (b) shows the finder screen 32-1 which the player 
peeped into through the finder 32, and finder screen 32a is 
displayed on a part of game screen 21. in addition, the help 
display of the chance display 21a is carried out up to three 
stages however --at the time of photography O.K. 
[0018] Drawing 5 is a circuit block diagram showing the control 
system of the photography game machine by this operation 
gestalt. CPU41 by which the control system of this photography 
game machine controls flowing of the whole game, The external 
storage 42, such as a hard disk (HDD) which memorizes a game 
screen, a game program, a demo program, etc., The power unit 43 
containing a main switch, a noise filter, a switching regulator, 
etc., The lighting system 44 which carries out the lighting of 
every place of a cabinet 10, and the cooling fan 45 for 
cabinets, The coin management equipment 47 which performs the 
coin management included [ issue / an injection of the cooling 



fan 46 for substrates, and the coin for games, collating, ], It 
has the camera controller 30 mentioned above with the printer 48 
which prints a photography screen by technique, such as a 
sublimation imprint, the loudspeaker 49 which generates an 
explanation, effect sound, etc. of game operation, and the 
projector 2 0 mentioned above. 

[0019] As for the camera controller 30, scanning-line reading 
sensor 32a of a finder 32, volume 33a for power zoom lenses of 
the zoom change handle 33, switch 34a for shutter buttons of the 
shutter button 34, etc. are connected. 

[0020] Drawing 6 is a flow chart explaining an operation of the 
photography game machine by this operation gestalt. This game is 
started by powering on (S101) , it judges whether coin was thrown 
in or not (S102) , and when denied, it goes into a demonstration 
loop (S103) . 

[0021] the case where it is affirmed by S102 a coin setup -- 
following -- a payment information -- displaying (S104) one 
person -- a play (IP) or a two person play (2P) -- explanation 
(S106) of waiting (S105) and operation and explanation (S107) of 
a game rule are given for that mode selection being carried out 
[0022] Here, if a game play is performed (S108) , a game result 
is judged (S109), when a game result is success, it returns to 
(S110) and S107, and when a game result clears a rejection and 
an all stage, it will progress to (Sill) and the following step. 
In addition, suppose that it explains in detail later about the 
game play of S108. And print processing of the game results 
(photography screen etc.) is carried out (S112), and they are 
discharged (S113) . 

[0023] When it was judged whether the ******** nu is carried out 
(S114) , the payment status is displayed according to a coin 
setup when it is affirmation (S116) , and there is payment 
(S116:Yes), it returns to S107, and when there is no payment 
(S116:No), it judges whether it is time over (S117), and 
progresses to S118. 

[0024] When denied by S114, and when affirmed by S117, after 
displaying a score and precedence on a name entry screen (S118) , 
a play end screen is displayed (S119)' and it waits for an 
injection of coin (S102). 

[0025] The game play of S108 will be made to serve as a demerit 
mark, if a photograph of the pause and the character which shall 
take a photograph of a photographic subject's specified pause or 
the character using the camera controller 30, for example, and 
are not specified is taken, and it serves as the content which 
demands "judgment." Moreover, if - difficulty goes up, games, such 
as specification which takes a photograph of a photographic 
subject by rise, are also prepared. 

[0026] A player serves as a free cameraman and manages the 



requested task (photography mini game) . It is GAME, if a 
client's photograph adoption result is achieved and adopted 
after photography finishes, and it progresses to the following 
task and it is a rejection. It is set to OVER. 

[0027] A demerit mark method is used for the judgment element of 
photograph examination, it sets up the best photograph with 100 
points, and compares it with the photograph which the player 
took. Mark are taken out as an object of a demerit mark of a gap 
of a focus, a gap of an angle, ****, etc. If the passing mark is 
reached, a photograph will be adopted and it will advance to the 
next stage. 

[002 8] A score is an addition **** scene and the plus scene is 
set as each photographic subject by the random probability, if a 
photograph of the scene can be taken. For example, if it is a 
female model, since there is the moment of carrying out the 
highest smiling face besides elements, such as composition, it 
serves as a "plus scene." 

[0029] Next, a concrete game screen is shown and the content of 
a game is explained further. Drawing 7 - view 11 is drawing 
having shown the photography game machine game screen by this 
operation gestalt. In drawing 7 , on the title screen 201, if a 
fixed time title display is carried out, it will shift to the 
title demonstration screen 202. On the title demonstration 
screen 202, a loop conversion is wound between the title screens 
201 until a coin injection is performed, and it is ******. An 
injection of coin expresses the remaining number of injection 
coin as the coin injection screen 203. An operation explanation 
of the camera controller 30 is displayed in respect of a 
controller operation illustration. 

[0030] In drawing 8 , as for content illustration side of task 

205 **, a task client explains the rule of a game. If the game 
is cleared, difficulty goes up and the task client also changes. 
A title theme is expressed in the back as the task title screen 

206 in the location image screen of a task place. As mentioned 
above, in order to have game feeling memorized, a "chance mark" 
is expressed as the game play screen 207 up to three stages at 
the time of a shutter chance. On the game examination screen 
208, a photograph is delivered to a task client. 

[0031] In drawing 9 , the photograph which the player took is 
expressed as the photograph screen for examination 109. 
According to the content of a game, there is also a case of two 
or more photographs display. On the yes-no decision screen 210, 
a task client performs a photograph adoption judging. A dry area 
shifts on the next content screen of a task behind the success 
screen 211 by adoption. If it is a rejection, it will shift on 
the print screen 213 behind the rejection screen 212. Also in an 
all stage clearance, it shifts to a print screen. The photograph 



which the player took expresses the screen adopted as the 
magazine, the newspaper, etc. as the success screen 211. The 
photograph which the player took expresses the screen thrown 
away into the dust box as the rejection screen 212. 
[0032] In drawing 10 , the work which mark had is printed on the 
print screen 213 in the photograph which the player took. The 
print discharged is a photograph (LC) size and a date and mark 
are expressed in the right corner as the print issue screen 214. 
On the ******** new screen 215, if coin is thrown into within a 
time, it will shift to the content illustration side 205 of a 
task shown in drawing 7 (a) . If it does not supply, it shifts to 
the name entry screen 216. The identifier of a player is 
registered on the name entry screen 216. A rank is performed in 
the order of mark. 

[0033] In drawing 11 , only the player of an all stage clearance 
can see the ending demonstration screen 217. Only the player of 
an all stage clearance can see the staff roll screen 218. On the 
game end screen 219, game over is displayed and behind the game 
end screen 219 returns to the coin injection screen 203 of 
drawing 6 (c) . In an all stage clearance, it becomes the game 
end screen 219 after an ending demonstration and a staff roll. 
[0034] As mentioned above, on the screen of a mini game, the 
purpose takes a photograph of the photographic subjects (model 
pause etc.) requested at the task. However, in order that the 
photographic subject of a jig may mix and appear into a game, it 
becomes the key of capture to judge quickly and to take a 
photograph to prevent mistakes. If difficulty goes up, a 
photographic subject's appearance time will become short, or the 
constraint which takes a photograph of a photographic subject by 
rise will come out. 

[0035] As explained above, according to this operation gestalt, 
there are the following effects. 

(1) By use of a camera controller, a player becomes possible [ 
performing a game over a finder ] rather than looks at a game 
screen directly. Thereby, photography false experience is 
raised . 

(2) The free motion of the camera controller connected in code 
which is not in the former becomes possible. Thereby, a third 
person can enjoy both motions of a game screen and a player. 

(3) It is enabled to print out the photographic subject which 
the player took a photograph of by use of a camera controller. 
[0036] It is as follows when the content of the mini game of 
this operation gestalt is used as a chart. 

(Mini-game) 

** Content of a request of the content: task of a request. 

** You have to manage a task to photography time: within a time. 

The number of times of photography may be limited by the stage. 



** An explanation and the point of the content : game of a game. 
** another stage: -- even if it is the same situation, two or 
more characters are prepared 

[0037] Not only the mini game mentioned above but the thing 
considered as the following content of a game, for example is 
possible for this photography game machine. 

(Volume on horse race) 

** Take a photograph of a rise of the "No. 1 horse" of content [ 
of a request ] :GM cup commemoration. 

** A photography chance may be 1 time in photography time: 10 
seconds . 

** Take a photograph of the "No. 1 horse" of a racehorse which 
rushes in by the content : confused fight of a game by rise. If 
other horses are copied, it will consider as a demerit mark. A 
chance is only 1 time . 

** Another stage : "100 meters of land" Since there are some 
falling players, take care and take a photograph, in addition, 
take a photograph of the gall scene of a "former idle" 
regardless of precedence as "a volume on car race" it is good 
also as a grade 
[0038] (Focal editing) 

** Take a photograph of a rise of "****** & ******* which is the 
ardent love entertainer couple who comes out from the 
content : apartment of a request. 
** Photography time: 20 second. 

** Various people appear from the apartment with the 
content : entrance of a game, and an emergency exit. Take a 
photograph of "****** & **★***.. t without mistaking. It will 
become a demerit mark if other men are copied. It will become a 
score rise if it is a smiling face. 

** another stage: -- take a photograph of dangerous husband and 
wife "Aoyagi ****** & ****** husband and wife" ** a popular 
couple "clothes Tetsuya & **** Tomomi . " 
[0039] (Coverage section) 

** Take a photograph of "Nozomi Hirosue" who is the last idle 
content: [ of a request ] this century during joint coverage. 
** Photography time: 20 second. 

** Take a photograph of Nozomi Hirosue' s rise during joint 
coverage of content [ of a game ] :TV, and a magazine. A score 
rise will be carried out if it is a smiling face. It will become 
a demerit mark if a photograph of the surrounding members of 
coverage is taken. Since it is moving about, take a photograph 
carefully. 

** Take a photograph of an another stage :youngman actor "Ronaldo 
DiCaprio." Take a photograph of a popular idle group "gold-and- 
silver kids . " 
[0040] (Volume on model) 



** Take a photograph of a content [ of a request ]:gravure model 
"the Yamada ball . " 

** For photography time: 20 seconds. 

** content [ of a game ] : -- take only a photograph of the sexy 
pause of the "Yamada ball" which takes various pauses for every 
second It will become a demerit mark if a photograph of the 
lever pause through which it does not pass is taken. 
** Take a photograph of an exception stage : actor ' s "camber match 
Takashi" sexy pause. Take a photograph of the "************» p ii 
tee pause of a panda. 
[0041] (Volume on sport) 

** Take a photograph of content [ of a request ] :GM Monkeees 1 s 
No. 4 batter's "**** Sadao"'s batting scene. 
** After [ of photography time: ] 2 0 seconds. 

** If you hit, Content [ of a Game ] : Take only a photograph of 
a home run slugger's '•**** Sadao"'s home run scene. At this 
time, if a photograph of a wide swing, a bunt, and a hit-by- the- 
pitch scene is taken, it will become a demerit mark. 
** Take a photograph of the chute scene of the "Nakayama gon **" 
of an exception stage : sucker . Take a photograph of the dunk shot 
of the "Michael Donne John" of a basketball. 
[0042] (Escape section) 

** Take a photograph of a rise of the politician "Hashimoto 
tiger Taro" who started the content [ of a request ] : corruption 
problem. 

** A photography chance may be 1 time in photography time: 10 
seconds . 

** **** "Hashimoto tiger Taro" who takes the content : vehicle of 
a game and comes out. It is the point on the seat of what it is 
sitting, and if a photograph of a driver, a bodyguard, and a 
secretary is taken, it will consider as a demerit mark. 
** Take a photograph of "Yonemori Kazuo" who became the 
exception stage : founder of a religion. Take a photograph of the 
"die flax princess" who visited Japan to Japan. 
[0043] (Volume on scenery) 

** Take a photograph of the content : shooting star of a request. 
** For photography time: 20 seconds. 

** Take a photograph of the content : shooting star of a game. 
Since various objects fly, carry out to prevent mistakes. It 
will become a score rise if it photographs by rise. 
[0044] (Deformation gestalt) Without being limited to the 
operation gestalt explained above, various deformation and 
change are possible and it is also within the limits with an 
equal this invention. For example, you may add focal operation, 
a denudation remedial operation, etc. to a camera controller. 
[0045] 

[Effect of the Invention] As explained above, according to this 



invention, there are the following effects. 

(1) By operating a photography control unit, a player becomes 
possible [ performing a game over a finder ] rather than looks 
at a photographic subject display (game screen) directly, and 
photography false experience is raised. 

(2) It becomes possible for a photography control unit, since it 
comes out and can be operated freely free to move [ which is not 
in the former ] without whose a predetermined domain, and a 
third person can enjoy both motions of a photographic subject 
display (game screen) and a player. 

(3) Since a game control section presents photography conditions 
and the content of photography, a player performs photography 
suitable for the conditions and content and the photography 
evaluation section estimates the result, it becomes progress of 
the technique of photography. 

(5) Since the printing section was prepared, it is enabled to 
print out the picture image a photograph of was taken. 



[Translation done.] 
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[ooio] Mii8fl)fflu. wm. i iciEfi<oai^ 
y-Aicfek»r. uEy-AWwiwi. tumna^s 

*t*it. *imk-thim7-2>.9kx'i>h. 
[ooiu n«qi9<o9fem. n«qf i {cieKcoa^ 
y-z.{8t=fcu-c. Kiey-^*i«fflti. >-v-y^^-A- 
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*«l«"C«fr«:-r&«Ih«r^rifi^i3-K3 5 <@1 
#&{) SrfiUTvvg,. 
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4 3 1 ^>xtM V14. ft^-T < , ffi: LT L^dt^ 
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4 < a ) (4. 1 04 ( b M4. T 
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■C^^^Wt^ffWift. 

[0033 3 01 1 tz&wr, xyf^miffi2 

1 7(4, /U*-r->?7 'JTOTl/>f^mz 
fc**"C*ft. x^ 7 7D- /PBffi2 1 8i4. yUX-r 

-y^ i; r oru>f t^fi J : i . y— ^ 
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* . n->l>mz , AttTHBB 2 1 
9(z^ft. 

[0034 3 O±0>XitZ* 5-y-A^>BBT«4. ft 

(z^<^MLT^*tftC:t^iW&OSi:=5:ft* 
K*«±^o TKi:, wz&co&immirm <%^?z 
o % »^*^T -/ zrcw^tmm^x < ft • 

[0035] 0±Sm LtzX o iZ . *HMJe®t2 

(1) ^^^nvho-^^ttBtciO, ri/>ft 
(4. y--^BBS:B»Ji.*^T«4«:<. 7r>fyril 

(2) 3-HTr>^*U:*>73>'ho-7J4. & 
<4. y-^Bffltru^^cOiftS^H^rSrSRLOifc^ 

T&ft. 

(3) ^^^n>-hn-^£Ofigffi(zi:0, rHW 
ft, 

[00 3 6 3 £ zy-^rtSS-WK: . 

-ffth. UlTOiiDT'fcft. 
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9^^»4«ftfflSS<tT^ft. 

[0037] c^H»y-^W4. watfcs-y-^ 
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(y-ABffi) hru>f^roi6^^ 
( 3 ) y-AHfllWKi. S^fefrStXgi^^S:^ 

( 5 ) mwm^wftzcox\ tmLtzwmzTvyb 
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